Final Orbif 



Tq Begin — Atari: 

Se! up your computer system as instructed in your owners manuai. 
Pfug the joystick into controHer jack #1. Turn the power OFF and insert 
the Final Orbit game cartridge. Turn the power ON. Press the STAPH" 
k^if Ofthe |Qy stick button to teave the game dermnstjatlon. Youf Final 
a^mt to begin ... 

To Begin — VIC-20: 

Set up your computer system as rnstructed in your owner's manual. Plug 
the joystick into the controllef port. Turn the power OFF and inseri the 
Final Orbit game cartridge. Turn the power ON. Press the SPACE BAR 
or joystick button to leave Ihe game demonstration. Your Final Orbit is 
about to begin . . . 

Game Play: 

The Matadroid forces are attackrng the Earth with everything they've 
got, It's your job to stop them. STE ' (Space to EarXh) Missiles are 
being launched just seconds apart, t^aladroid fighters are raiding the 
Earth, pausing oniy to re-arm and re-fud. As each one destroys its 
earthly target it drair% energy from the Eailh. tf your Destroyer's 
proflective shield is hit by gun-fire from a Maladrdcd Satetlrte or Fighter, 
energy is lost from your Destroyw's energy supply. If eittwr energy 
reserve level be^Dines critical, you must seek out and destroy a 
Mafadroid Base Do regain energy. 



Radar Display: 

The Radar Display at the top of yoijr screen can detect approaching 
Maladroid Fighters and SaSellites which are noi yet visibte to the human 
eye. (The Radar is unable to detect Maladroid Bases.) Maiadroid 
Fighters and Satellites are shown on the Radar as small white dots. 
Vouf Destroyer is shown as a lar^e ^ . The Radar view is as SEEN 
FROM ABOVE. 

Final Ortjlt Play Area: 

A MaJadrosd is within your firing range as soon as it appears tn the 
center of your screen. The white ■crosshaars" on the screen afe your 
Destroyer's gun stght and show where your laser tjtast will hit if firedn 

Maladroid gun-fire ss shown t>y a rounded white burst. Each time your 
Des! rover is hit by Maladroid fire, the sky will flash blue. Eadi time- you 
hjt a Maladroid Craft, the sky will flash red, 

Wheh the saolfirtg pattern (Eartfi's surface) flashes yellow, an enemy 
Fighter or Satelltte has penetrated your defenses and ttas htt the EaNlit 
(^nfng ertergy f rorn l^lan^ 

Joystick Steering and Firing: 

Usirig the Ftadar Display as a guide, St8#r your Destroyer loward the 
enemy by tifting the joystick in the appropriate directiort- Ono© a 
Maladroid Fighter Base or STE Satellite is on the screen, your 
Destroyer's tracking system fs activated. The two trackirtg arms will 
AUT€)MATtCALLY follow the enemy's vertical movement. Keep your 
thumb on the fire button and tilt the joystick right or left to aim your fire. 
Your Destroyer has unltmtted^ppiy ammunrtipa m blast 

Dodging Enemy Fire: 

ff you want to avoid draining your Destroyer's ener0y reserveSt try to 
dodge enemy gur>-fire. Tilt the joystick to fly your Destroyer away from 
ttie 0t*emy gy mflm. Once ttie wihiio iHii^a* is ^ormh ym am safe- 



Restoring Energy: 



Destroying a Maladroid Base ^s the only way to gain energy. To reach a 
Base, you must foilow a Returning Maiadroid Ffghrer by keeping il on 
the screen for frve seconds. Returning Fig liters liave a wliite bar across 
the back of their shfps. if you loose tracf< of the Base or the Fighter, you 
will have to lind another R^tyrning Fighter to follow to a ditferent Base, 

Game Status Bar: 

Yotir current score is shown in the center of the Game Status Bar at the 
bottom of your screen. After each senes of games. Ihe high score is 
shown. The left and nghl outsidt^ blocks on the Status Bar will change 
color during the game to show your Destroyer s or the Earth s energy 
levels. (The other two blocks have no fynction.) 

Status Code: 

GREEN' = Botti er^ergy levels are high 
YEU-OW = D^stfoyer's energy level Is gritical 

MED* = Earth's energy level is Cf it^cal 
When either energy leveE is critical an audio alarm wrll also be present. 
At this painty you MUST secure more e^iergy by btasUng a IVIalactroid 
Base. 

*Note : You nfiay itiw^ televistor? tiBtiimiro* to get these 

Scoring: 

Maladroid Satellite = 825 Points Fteturning Fighter = 1250 Points 
MaladroMJ Fighter = 975 Poinfe: Maladroid Base = 1500 Poirrts 




Other Stars From Sirius 



Atari 400, 800 & 1200 Curtridge: 

Alpha Shfeld Fantastic Voyage Wsnti War I 

Sqmsh Em Fast Eddje 

TurmoiJ Spicier Caty 



VIO20 Cartrtelge: 

Deadty Duck 
Fast Eddie 
Spider City 



Sqoish 'Em 
Turmoil 
Type Attack 



Snake Byte 
Plasmania 



For more information or a more current fisting, contact your local 
Siriys dealer or write us at 10364 Ropkingham Drive, Sacramento, 
GA^5S27. 
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